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(54) VIDEO SLOT MACHINE 

(57)Abstract: 

PURPOSE: To provide a video slot machine such 
that character images in pseudo reels on a 
winning line in a winning state are displayed by 
animation to let the player know the winning 
and the animation display can be realized by a 
simple video image control. 
CONSTITUTION: Plurality of character data is 
stored in coordinate addresses In a VRAM 15, 
and the character data is read out on the basis 
of coordinate data set In a scroll coordinate 
buffer 16 and displayed as a plurality of pseudo 
reels on the CRT 2 by a raster beam scan. The 
plurality of pseudo reels are scroll rotated and 
are stopped respectively in accordance -with 
random numbers. When specific character 
images are lined on a winning line, a winning 
state is judged. At the time of the winning state, 
the plurality of character images lined on the 
winning line are reciprocated within pseudo reel 
frames, thereby notifying the player of the 
winning state. 
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1. This document has been translated by computer. So the translation may not reflect the 
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CLAIMS 

[Claim(s)] 

[Claim l]Carry out false circumference rotation of two or more false reels formed by raster 
beam scan on a display, and. In a video slot machine which hits and displayed in a state 
the animation of a character image which is a video slot machine made to stop those false 
reels individually according to a random number value, and was displayed on a false reel, A 
video slot machine displaying the animation of a character image which contributes to a hit 
state by changing a correspondence relation of scroll coordinates and scanning line 
positions about character data memorized by character memory table within a false reel. 
[Claim 2]A video slot machine indicating the character image by reciprocation moving within 
a false reel in the video slot machine according to claim 1. 
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DETAILED DESCRIPTION 



[Detailed Description of the Invention] 
[0001] 

[Industrial Application]This invention carries out false circumference rotation of two or more 
false reels formed by the raster beam scan on the display, and it relates to the video slot 
machine made to stop those false reels individually according to a random number value. 
[0002] 

[Description of the Prior Art]A 3x3=9 piece matrix form false reel is projected on a display 
called CRT etc., for example. The video slot machine scrolls namely, rotates 
[ circumferential ] two or more character images assigned to each false reel on each false 
reel screen, and It was made to make suspend scrolling of each false reel individually by 
random number value control is already known. In this video slot machine, when scrolling 
of all the false reels stops, it is judged with a state in the time of standing in a line on the 
winning line where a specific character is specific, for example, two or more coin pays out. 
[0003]When each false reel hits and it is arranged, it is necessary to tell a player about 
that. In order to perform such a display conventionally, the method of carrying out the light- 
emitting display of the winning line of hit arrangement by LED, or changing the luminosity 
and color tone of character **** of the hit arrangement located in a line on the winning 
line is known. However, in these methods, it could not impress having won a prize to a 
player strongly, but neither the satisfaction about what a prize was won for, nor an 
agitation was able to be given to a player. 

[0004]The character image in each false reel is scrolled as a conventional winning-a-prize 
display. That is, in order to carry out false circumference rotation, the device which 
provided the animation table for displaying each character as an animation on CRT apart 
from the symbol table which memorized two or more character data is known. When 1 top 
1 top of the animation is memorized in the animation table, a slot machine hits in this 
device and it changes into a state. Apart from scrolling of the usual character image, a 
display which carries out false rotation of each character image on a winning line around 
animation display, for example, each axis line, is performed by displaying the video data in 
an animation table. 

[0005] However, in this winning-a-prize display, each of the plurality assigned to each false 
table, for example, about six kinds of characters, is received. The video data of two or more 
tops, for example, 12 tops, had to be stored in the animation table, and there was a 
problem that a very mass memory had to be prepared or complicated image control art had 
to be used. 
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[0006] 

[Problem(s) to be Solved by the Invention]Thls invention was made in order to cancel the 
above-mentioned problem, and it is ****. The purpose is to provide the video slot machine 
which can give big satisfaction and agitation to a player and can moreover realize the 
animation display by easy image control by displaying the animation of the character image 
in each false reel on the winning line of a state. 

[0007] 

[IMeans for Solving the Problem]In order to attain the above-mentioned purpose, a video 
slot machine concerning this invention, Carry out false circumference rotation of two or 
more false reels formed by raster beam scan on a display, and. In a video slot machine 
which hits and displayed in a state the animation of a character image which Is a video slot 
machine made to stop those false reels individually according to a random number value, 
and was displayed on a false reel. By changing a correspondence relation of scroll 
coordinates and scanning line positions about character data memorized by character 
memory table, it is characterized by displaying the animation of a character image which 
contributes to a hit state within a false reel. 

[0008]As animation display, a display style which makes a character image greatly or small, 
a display style which carries out reciprocation moving vertically and horizontally, etc. are 
considered variously. 
[0009] 

[Function]When false circumference rotation of all the false reels stops and specific 
character images are together located in a line on the specific winning line, it is judged that 
it is in a hit state and the coin of a specified number is gained. It can know that the slot 
machine hit and the player changed into the state in this hit state by displaying the 
animation of the character image of a hit state on a winning line within each false reel. And 
the satisfaction and the agitation which can be obtained only by neither the LED 
luminescence line display nor the display by a tone change can be given to a player in this 
case. Since the animation table which memorized 1 top 1 top of the animation is not 
needed in displaying the animation, a mass memory is unnecessary and image control art 
complicated moreover is also unnecessary. 
[0010] 

[Example] Drawing 1 shows the outline view of the video slot machine concerning this 
invention. This video slot machine has CRT display 2 installed in the inside of the case 1, 
and the final controlling element 3 provided in the front face of the case 1. The coin slot 4, 
the earth switch 5, the start button 18, and the winning line selection button group 17 are 
formed in the final controlling element 3. The false reels 6a-6i and the indicator 7 which 
were arranged by 3x3=9 piece matrix form, for example are displayed on CRT display 2 as 
an image. Each false reels 6a-6i are formed by 64 horizontal scanning lines, respectively, 
rooil] Drawing 2 shows an example of the control device stored inside the case 1. This 
control device has the computer 8 which manages control of a game at large. 
R0M12 in which the computer 8 stored central processing unit CPUlO, a control program, a 
random number value generating part of the whole game, etc., RAM 13 which stores the 
various progress states of a game enabling free reading and writing, and the input/output 
device 14 which works as an interface between external instruments. It has the drawing 
device 9 which drives VRAM 15 as a character memory table, the scroll coordinates buffer 
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16, and CRT display 2 by electron beam scan. 

[0012]In the Input/output device 14. The coin counter 20 grade which detects the coin 
hopper 19 which the winning line selection button 17, the earth switch 5, the start button 
18, and coin are stored, and hits, opens a gate in a state, and pays out the coin of a 
specified number, and the coin thrown into the coin slot 4 is connected. 
[0013]VRAM15 divides and memorizes the character data displayed on each false reels 6a- 
6i as a character image for every scroll coordinates. Although each false reels 6a-6i are 
respectively formed by 64 horizontal scanning lines as stated above. If each false reel shall 
be formed by 12 horizontal scanning lines as temporarily shown in drawing 3 in order to 
explain plainly, About the scroll coordinates of the perpendicular direction of VRAM15, each 
address of V0-V8 (it is shown that V is vertical coordinates) is formed, for example, each 
part of the number "7" as a character is divided into each address of V1-V8, and is 
memorized. Solid color or the character data corresponding to a transparent display is 
stored in the scroll coordinates V= 0. In a actual raster scan, since one false reel is formed 
by 64 horizontal scanning lines, corresponding to it, the scroll coordinates in VRAM 15 are 
also divided into a number near 64 of each address to the character of one piece. 
[0014]The scroll coordinates buffer 16 is a buffer for storing the scroll coordinates about 
each false reels 6a-6i. The drawing device 9 reads the character data stored in VRAM15 
according to the scroll coordinates set up in the scroll coordinates buffer 16, and outputs it 
to CRT display 2 by making the data into a video signal. For example, in the moment of 
pattern NO.l of drawing 3. a scanning indication of the character data of the scroll 
coordinates V0-V8 is given with the correspondence relation of a graphic display to the 
scanning line numbers 1-12 of CRT display 2, respectively. 

[00 15] Hereafter, operation of the video slot machine which comprises the above-mentioned 
composition is explained. 

[00 16] (At the time of scroll rotation of each false reel operation at the time of **** rate 
false circumference rotation ) Coin is thrown into the coin slot 4 and the button of either of 
the winning line selection buttons 17 is chosen further. The winning line to wish is chosen 
by selection of the winning line selection button 17. For example, a proper line is chosen 
from among horizontal line LH1-LH3 or diagonal line line LVl and LV2. 
[0017]Then, if the start button 18 is pushed, scroll coordinates are set up as turn in the 
scroll coordinates buffer 16, and therefore, the drawing device 9 will begin to read two or 
more character data stored in VRAM 15 one by one in order of an address, and will carry out 
the horizontal scanning of CRT display 2. Thereby, each false reels 6a-6i carry out false 
circumference rotation, and the screen where two or more character images appear in scroll 
form voice one by one is displayed. 

[0018]Then, when the earth switch 5 is pushed by the player, or when predetermined fixed 
time passes, a stop, i.e., false circumference rotation, is automatically suspended for 
scrolling of each false reels 6a-6i. The false reel of this time each stops to the timing 
original with each according to the random number value control based on the random 
number value outputted from the random number generation part in ROM 12. And it is 
memorized by RAM 13 whether which character stopped to each false reel. A character 
image specific on the winning line beforehand chosen of winning line LHl, LH2, LH3, LVl, 
or LV2 when all the false reels 6a-6i stop. For example, when the character image of the 
same pattern gathers, it will be in a hit state, and when a specific character image does not 
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gather on the winning line, it will be in the state of defeat. When it changes into a hit state, 
the coin of a specified number pays out of the coin hopper 19 for a player. Drawing 1 
shows as an example the state where the character image of "7" gathered on diagonal line 
winning line LV2. 

rOQ191 (Character operation at the time of a hit state) When specific character images 
change Into a hit state together on a winning line, In order to tell a player about that, as 
arrow A-A' shows to drawing 4 , reciprocation moving of each character image egual on 
winning line LV2 is finely carried out with short period to the vertical sliding direction of a 
CRT picture. The player which looked at this can check clearly that it is character **** 
which character **** moving up and down hit and contributed to the state. 
[0020]Since operation of moving a character image up and down is very easy operation, 
even if it does not use complicated image control art specially, it can realize it. In this 
example, reciprocation moving of each character is carried out by the following image 
control. In order to explain plainly, each false reel is formed by 12 horizontal scanning lines, 
and one character data is divided by the scroll coordinates of eight perpendicular directions, 
and. It explains by assuming that solid color or the character data corresponding to a 
transparent display is stored in the scroll coordinates V= 0. 

[0021]Corresponding to each false reel which changed into the hit state, CPUlO sets up the 
pattern N0.2 of drawing 3 - scroll coordinate data like N0.4, and it stores these coordinate 
data one by one in the scroll coordinates buffer 16. In the scroll coordinates of pattern 
N0.2, the scroll coordinates V= 0 are assigned to the scanning line numbers 1-4, and the 
scroll coordinates V1-V8 are assigned to the scanning line numbers 5-12, respectively. 
Thereby, the character number "7" which inclined toward the lower end part of a false reel 
within the limit is acquired. The scroll coordinates of pattern N0.3 are the same as that of 
pattern NO.l. 

[0022]In the scroll coordinates of pattern N0.4, the scroll coordinates V1-V8 are assigned 
to the scanning line numbers 1-8, and the scroll coordinates V= 0 are assigned to them at 
the scanning line numbers 9-12, respectively. Thereby, the character number "7" which 
inclined toward the upper bed portion of a false reel within the limit is acquired. 
[0023]CPU10 ~ the scroll coordinates of pattern NO.l - N0.4 ~ N0.1->2->3->4->3->2->l- 
>2 ~ it storing into the scroll coordinates buffer 16 one by one repeatedly, and thereby in 

turn like , The player which the character image of each false reel of the hit array on 

CRT display 2 changes one by one like the character of NO.l of drawing 3 - N0.4, and looks 
at this checks an image in which each character image carries out reciprocation moving 
finely to a vertical sliding direction, as shown in drawing 4 . 

[0024]Such reciprocation moving operation of a character image is very dynamic compared 
with the display by the light-emitting display of LED, or the tone change of each character 
image, and, therefore, can give big satisfaction and agitation to a player. In VRAM 15, one 
kind of character data about each character is only stored, and like the conventional 
method of presentation using an animation table, It is not necessary to data-ize 1 top 1 top 
of an animation, and to store in an animation table, therefore memory space can be made 
very small. 

[0025]as mentioned above, although the desirable example was given and this invention 
was explained, without being restricted to the example, in the technical scope indicated to 
the claim, this invention is boiled variously and can be changed. 
[0026] For example, the pattern of a character can be selected freely, without being 
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restricted to a number "7." A winning line can also be made into arbitrary lines other than 
the five lines LH1-LH3 shown in drawing 1, LVl, and LV2. It is not necessarily restricted to 
a line but can also set to winning a prize, i.e., a hit state, with the specific character having 
stopped in the specific position. 

[0027]The CRT scanning line number of 1-12 and the scroll coordinates of V0-V8 which 
were shown in drawing 3, In order to explain plainly, it is the shown example, and 64 
scanning line numbers are set up to actual more many scanning line numbers, for example, 
one false reel, and the scroll coordinates of V0-V64 can be set up to the character of one 
more piece. When a large number [ the kind of character ], corresponding to it, the number 
of addresses of a scroll coordinates buffer also increases. 
[0028] 

[Effect of the Invention]Since the animation of the character image in each false reel on the 
winning line of a hit state was displayed according to the video slot machine according to 
claim 1, big satisfaction and agitation can be given to a player. A character image that it 
was made to carry out reciprocation moving only by changing the correspondence relation 
of the scroll coordinates and scanning line positions which were assigned to character data 
A sake. It becomes unnecessary to prepare specially the mass memory for memorizing the 
video data corresponding to 1 top 1 top of the animation, and, therefore, hard composition 
becomes easy. And complicated image control art is also unnecessary. 
[0029]Accordlng to the video slot machine according to claim 2, a motion of a character 
image can be displayed clearly. 
[0030] 



[Translation done.] 
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